
CHAPTERI

INTRODUCTION

In thischapterwillpresentthe introduction thatconsistofthe

backgroundofthestudy,problem ofthestudy,objectiveofthestudy,

assumptionofthestudy,hypothesisofthestudy,significanceofthestudy,

thescopeandlimitationofthestudyandalsodefinitionofkeyterms.

A. BackgroundoftheStudy

Englishisoneofthesubjectsatelementaryschool.Englishcan

belearnedformallyorinformallybystudents.Formalmeansthatat

schoolespeciallyintheclassroom,whileinformalmeansactivitiesin

outside schoolsuch as in the courses in the specialplace.In

IndonesiayounglearnersneedtomasterEnglishbecausestudents

competitionisgettingtighterandalsobecauseoftheglobalizationera.

ThereforeEnglishsubjectmustbelearnedinschoolseventhoughitis

notincludedinthesubjectlistedincurriculum oritcanbecalledlocal

content.

Englishcanbeaveryfunlanguagetolearnifstudentsenjoythe

classactivities.Theteachermaybeabletomakeclassfunbydoing

someactivitieslikeusingagametobeasuccessfulinimplementinga

communicativeapproachtoyounglearners’characteristics.Amonrant

Chirandont,entitled ofjournal“The Effects ofTeaching English

throughGames”Surassawadee,etalproposedthattheoutstanding

characteristicsofbeginnersarecuriosity,activeness,havingashort



spaninterest,preferringworkingingroup.1

AccordingtoAbdulKhobir,entitledofjournal“UpayaMendidik

AnakMelaluiPermainanEdukatif”AbuAhmadistatedthatgameisan

activitythatcontainsfunanddoneoftheiraccordwiththeaim ofget

pleasurewhencarryingouttheseactivities.Gamesarequiteimportant

forthementaldevelopmentofchildren.Thereforeitisnecessary.2By

playinggamechildrennotonlygetfunbutalsolearn,namelytherole

ofteachertoincludeanelementofeducationinit.

AmonratChirandon,entitledofjournal“TheEffectsofTeaching

EnglishthroughGames”Leestatedthatusinggamesinclassroom

cansupportEnglishlearninginmanyperspectives.3 Itmeansthatit

provides opportunities for targetlanguage practice,encourages

students to communicate byusing allfourlanguages skills,and

createsareallifesituationforusinglanguage.Moreover,theforemost

students’problem inlearningEnglishislackofinterest.Accordingto

Hence,etalsuggeststhatgamesaretheeffectivemeanssubtaining

students’interestandgettingridofanxietyinclass.4Soitmeanslearn

bygamesiseffectivewaytogettingstudentsareinteresttolearn.

Inaddition,Shaptoshvilistatesthatthepurposeofgamesis

toreinforcethelearntlanguagethroughpractice.Thelearnersare

1AmonratChirandon,etal,“The Effects ofTeaching English Through Games,”
InternationalConferenceonHumanitiesandSocialSiencesFacultyogLiberal
Arts,PrinceofSongklaUniversity,2.

2AbdulKhobir,UpayaMendidikAnakMelaluiPermainanEdukatif,“Forum Tarbiyah”
Vol.7,No.2(Desember2009):196

3AmonratChirandon,etal,“TheEffectsofTeachingEnglishThroughGames,”2
4Ibid



engagedinanenjoyableactivitywithoutrealizingthattheyare

practicinglanguage.5Itmeansthatgamesareanexcellentwayto

practicespellingandvocabularyastheysparkstudentsinterestand

allow them to have fun and interactwith each otherthus,

developingtheircommunicationaskills.

Gamesaremotivatingandentertainingtothestudents.They

haveopportunitytoactiveinlearning.Thereforegamesbecomean

extrinsicfactorinlearningespeciallylearningtheforeignlanguage.

Becausebyusinggamesinlearning,studentswilleasilyunderstand

thelessonandalsotheyarenotboredinthelearningprocess.As

theteacherhaveopportunitytoenggagethestudents’rolesas

active learners and teachers should be able to choose an

appropiateteachingstrategy.6 BesidethatAccordingtoGlendon

andUlrichstatedthatusinggameasateachingstrategyisthat

studentshavetheopportunityforimmediatefeedback,throughthe

discussionofcorrectanswersandtheirrationales.7

ThereforeaccordingtoEnglishteacheratSDNDukoTimur1,

he stated thatteaching English had to use differentlearning

strategies.Namelywiththeaim ofattractingstudents’attentionin

theteachingandlearningprocessandalsoincreasingstudents’

5AmonratChirandon,etal,“TheEffectsofTeachingEnglishThroughGames”,3
6 PutuWidiantaraAdiyana,etal,TheUseofInteractiveGamesasaTeachingand

LearningStrategyinanEFLClassinaDevelopingCountry,Vol.1,2018,112-113.
7LisaBoctor,ActiveLearningStartaegies:TheUseofaGametoReinforceLearning

inNursingEducation.AcaseStudy,97.



knowledgeinlearningEnglish.8 Itmeansthatstudentscaneasily

understand whatthe teacher’s mean ifthe teacherusing the

differentstrategiesinlearningEnglish.Besidethathesuggested

doingtheresearchinthefifthgrade

Usinggamecanbeimplementedintheclassroom.9Itisthe

wayinlearningprocesstomakechildrenfamiliarwithEnglish.

Using games in learning willhave an influence on students’

achievementinlearningespeciallyinEnglishvocabularymastery.

Thatisbecausetherearemotivationalfactorsandalsostudents

areinterestedinlearningforeignlanguagesespeciallyinlearning

vocabulary.

Vocabulary is basic to learning English.In otherwords

vocabularyisthekeytobeingabletolearnEnglishespeciallyin

speaking skill.Ifwedo nothavevocabularywecannotspeak

English.Likewise,studentswhohavealotofvocabularywillhave

aneffectontheirlanguageskills.Thisisoneofthefactorsthat

influenceisthelearningstrategy.Itmighthappentothefifthgrade

atSDN Duko Timur1.Due those reason,the researcheris

interestedtoconductthisresearch.

Basedonthebackgroundofstudyabove,theresearcher

conductthe research with entitled “TheEffectofPicture Card

8AntonWaluyo,EnglishTeacheratSDNDukoTimur1,Interview byWhatsApp(19th

March2021)ResultofPraresearch
9PutuWidiantaraAdiyana,etal,TheUseofInteractiveGamesasaTeachingand

LearningStrategyinanEFLClassinaDevelopingCountry,113.



GamesontheFifthGradeStudents’Englishvocabularymasteryat

SDNDukoTimur1”.

B. ProblemsoftheStudy

AccordingtoCreswell,researchproblem aretheeducational

issues,controversies,orconcernthatguideneedforconductinga

study.10 Theproblem ofstudiesisconsistingofadirectorindirect

questionthatshouldbeansweredintheobjectivestudy.Basedonthe

backgroundofstudyabove,theresearcherobserveseveralproblems

are:

1.DothefifthgradestudentsofSDNDukoTimur1taughtby

usingpicturecardgameshavebettervocabularymastery?

2.Howsignificantistheeffectofusingpicturecardgameson

thefifthgradestudents’EnglishvocabularymasteryofSDN

DukoTimur1?

C. ObjectiveoftheStudy

Basedontheresearchproblem above,thepurposeofthe

researcherare:

1.Tofindoutthesignificanteffectofusingpicturecardgames

onthefifthgradestudents’Englishvocabularymasteryof

SDNDukoTimur1.

2.To measure the significanteffectofusing picture card

10JohnW Creswell,EducationalResearch,(NewYork:Pearson,2012).59



games on the fifth grade students’English vocabulary

masteryofSDNDukoTimur1.

D.AssumptionoftheStudy

Assumptionisthebasicbeliefoftheresearcherstatements.11

Itmeansthattheassumptionisaresearcher’sbasicopinion.The

assumptionofthisresearchisthereisaneffectofusingpicturecard

gamestoEnglishvocabularymastery.

E. HypothesisoftheStudy

AccordingtoJohnCreswelltherearetwokindsofhypothesisin

the research12,there are two kind of hypothesis namely Null

hypothesis(Ho)andAlternativehypothesis(Ha).Thehypothesisinthis

research:

1.Nullhypothesis (Ho),itmeans thatthere is no

significanteffectofusing picture card games to

EnglishvocabularymasteryatthefifthgradesofSDN

DukoTimur1

2.Alternativehypothesis(Ha),itmeansthatthereisan

effect of using picture card games to English

vocabularymasteryatthefifthgradeofSDN Duko

Timur1

Inthisresearch,theresearcherusedalternativehypothesis(Ha)

11MohammadAdnanLatief,TanyaJawabMetodePenelitianPembelajaranBahasa,
(Malang:UM Press,2010).52

12JohnW Creswell,EducationalResearch.



becausetheresearcherbeliefthatthereisaneffectofusingpicture

cardgamestoEnglishvocabularymasteryatthefifthgradesofSDN

DukoTimur

F. SignificanceoftheStudy

Significance ofthe study is describes the urgency ofthe

research,eithertheoreticallyandpractically.Thatisusefulnessinthe

developmentofSience,meanwhilesocialunityisdirectedasasingle

effortanddeepstagesolvesocialproblems.13 Sothesignificantof

studyisshowtheimportanceofthisresearch.

1.Theoreticalsignificance

Thisresearchcangiveinformationhow toknow the

studentsEnglishvocabularymasterybyusingpicturecard

games

2.Practicalsignificance

a.Forresearcher

Thisresearchwillgiveadvantagesnamelyhow

toknow studentsEnglishvocabularymasteryby

usingpicturecardgames

b.ForEnglishteacher

13PPKIIAINMadura,Pamekasan:2020,19



ThisresearchwillhelptheEnglishteachergive

information the theory and what the suitable

strategiesrelatedwithEnglishvocabularymastery.

c.Forreader

Thisresearchwillhelpthereadersto

know whatthe effectofusing picture card

games for students to English vocabulary

mastery

d.Forfurtherresearcher

Thisresearchitcanbecontinuedstudy

forthenextresearcherswhowanttoconduct

theresearchaboutthestrategiesthatsuitable

inlearningEnglish.

G.ScopeandLimitationoftheStudy

Thescopeofresearchiswhatneedstobeexplainedinthissection

are limitations the variables studied,the population orresearch

subject,andresearchsites.Initcanalsobedescribedadescription

variablesintosubvariablesandtheirindicators.14

Thescopeofthisresearchfocusontheeffectofusingpicturecard

gamesasoneofstrategiesinteachingEnglishtoknowthestudents

Englishvocabularymastery.Andalsothisresearchlimitedonthefifth

gradesstudentsatSDNDukoTimur1.

14PPKIIAINMadura,19



H.DefinitionofKeyTerms

Definitionofkeytermsisformulationoftermsintheform of

understanding.Theresearcherusessomedefinitionforthekeyterms

asfollow:

1.Vocabularyisasetofwordsthatareownedbysomeone

2.Educationalgameisthegamethatusedintheprocessof

teachingandlearningintheclassroom.

3.PictureCardGameisgamethatisusingcard(flashcard)

asatool

I. PreviousStudy

Previousstudyistheresultofpreviousresearchwhichserves

asacomparisonandequationofresearchwithpreviousresearch.It

means thatthe purpose ofa previous studyin this research is

previousstudythathasbeenconductedbyotherresearchers.

A previousstudyhasbeenconductedbyAlaa’Ibrahim Harb

undertitle“TheEffectivenessofEducationalGameson theSixth

Graders’ Achievement in English Language in Gaza Southern

Governorates”.Basedonthefindings,derivedfrom theresultofhis

researchasfollow:

1.Educationalgames can provide students with a better

learningenvironmentwhichreflectedontheirachievement

ofEnglishlanguageespeciallyinlearningvocabulary.



2.Educationalgamesprovided studentsto enjoy,pleasure,

enthusiasm which weresignificantenough to affectthe

students’achievementpositivelyinlearningEnglish

3.Educationalgamescanstimulatestudentswhenlearning

Englisheasily.15

In conclusion in his research is educationalgames are

suitable strategy to increase students’achievementin English

language.

Thesimilaritieswiththisresearcharethebothresearchitis

aboutlearningstrategiesbyeducationalgames,measurestudents’

achievementinEnglishlanguagebyusinggamesandalso the

objectofthisresearchiselementaryschoolstudents.

Thedifferencesarethehisresearchconductedinthesixth

gradesofGazaSouthernGovernorateswhileinthisresearchwill

conductinthefifthgradesofSDN DukoTimur1.Andalsohis

researchabouteducationalgameswhileinthisresearchfocuson

picturecardgames.

Theotherresearcherthathavebeenconductedasimilar

researchisSintaKusumaentitled“PengembanganMediaEnglish

Vocabulary Mata pelajaran Bahasa Inggris Kelas V SD/MIin

FakultasTarbiyahUniversitasIslam NegeriRadenIntanLampung”.

15Alaa’Ibrahim Harb,“TheEffectivenessofEducationalGamesontheSixthGraders’
achievementinEnglishLanguageinGazaSourthernGovernorates”,(Thesisof
TheIslamicUniversity–GazaGraduateStudiesDeaneryCollegeofEducation
Curricula&EnglishTeachingMethodsDepartment,2007),122



TheresultismediaEnglishvocabularycardachievedtheverygood

category orvery interesting with an average rating of86.6%

includedintheverygoodcategoryandforalargescaleatSDN1

HarapanJayagotapercentageof87.6%,meansthatthisproductis

verymuchused.16

Thesimilaritiesbetweenbothresearchishassametopicit

isabouttheuseofmediacardinteachingandthesampleisthe

fifthgradesstudentsofelementaryschool.But,thedifferenceis

theobjectthatwillbemeasuredistheplace.

16SintaKusuma,PengembanganMediaEnglishVocabularyCardpadaMataPelajaran
Bahasa InggrisKelas V SD/MI,(Thesis ofFakultas Tarbiyah dan Keguruan
universitasIslam NegeriRadenIntanLampung,2018),79


